o : B ; , SNS-A3ME-USA

W

-* WM@

Williams Entertainment Inc.

Williams Entertainment Inc.
1800 So. Business 45
Corsicana, Texas 75151

| INSTRUCTION BOOKLET
,.;.""‘”l'ﬁfl ]Lq...

|1 '.I' i



WARNING: PLEASE READ THE ENCLOSED
CONSUMER INFORMATION AND PRECAUTIONS BOOKLET
CAREFULLY BEFORE USING YOUR
NINTENDO® HARDWARE SYSTEM OR GAME PAK.

THIS PRODUCT HAS BEEN RATED BY THE
ENTERTAINMENT SOFTWARE RATING BOARD. FOR
INFORMATION ABOUT THE ESRB RATING, OR TO

COMMENT ABOUT THE APPROPRIATENESS OF THE RATING,

PLEASE CONTACT THE ESRB AT
1-800-771-3772

For Williams Customer Support
regarding Mortal Kombat®3 for the Super
Nintendo Entertainment System, please contact
Williams Entertainment Inc.:

903 874-5092
9:00am - 5:00pm
Central Time
Manday - Friday

®

LICENSED BY

THIS OFFICIAL SEAL IS YOUR
ASSURANCE THAT NINTENDO HAS
APPROVED THE QUALITY OF THIS
PRODUCT. ALWAYS LODK FOR THIS
SEAL WHEN BUYING GAMES AND
ACCESSORIES TO ENSURE

NINTENDO, SUPER NINTENDO COMPLETE COMPATIBILITY.

ENTERTAINMENT SYSTEM ALL NINTENDO PRODUCTS ARE
1 AND THE OFFICIAL SEALS ARE LICENSED BY SALE FOR USE
A REGISTERED TRADEMARKS OF ONLY WITH OTHER AUTHORIZED
NlNTENDD OF AMERICA INC. PRODUCTS BEARING THE OFFICIAL
A l 1991 NINTENDO OF AMERICA INC. NINTENDO SEAL OF QUALITY.
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GETTING STARTED

WARNING: NEVER TRY TO INSERT OR REMOVE A
GAME PAK WHEN THE POWER IS ON!

1. Turn the power OFF on your Super NES®,

2. Make sure a Controller is plugged into the #1
Port on the Super NES® System.

3. Insert the Game Pak into the slot on the Super
NES®. Press firmly to lock the Game Pak in place.

4. Turn the power switch ON. The game will

cycle through an opening sequence giving the |
storyline, etc. After the appearance of the Mortal ﬁ
Kombat®3 title screen, you may bypass at any 9
time by pressing START. h

5. Press START to get to the Main Menu. Here
you have two choices: START or OPTIONS. Press
up/down on the control pad to highlight with the

F rotating coin. Then press START to select your

choice. Good Luck!

This product is not design

for use with the Sup%r NE
Mouse, Super NES™ Super

Scope or Super NE
Multi-Player Adapters.



OPTIONS

If you select
OPTIONS at the

go to the “Choose
Your Options”
Screen. Press
Up/Down on the
Control Pad to high-
light the various
features. Then press
Left/Right on the
Control Pad to
change. All changes showing when you exit the
screen will be active.

MUSIC: STEREO, MONO, or OFF
SOUND EFFECTS: ON or OFF

DIFFICULTY LEVEL: Very Easy, Easy, Medium,
Hard or Very Hard

HANDICAP: A feature that allows two players of
different skill levels to battle on an equal basis.
Use the Control Pad-RIGHT to raise the amount of
damage your character will incur with each hit.
Use the Control Pad-LEFT to lower the amount of
damage you will incur. Handicap only works in
the 2-player mode.
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Main Menu, you will

Ty et "“ | coNTROL I
mme CONFIGURATION:
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The buttons are listed
s below
A - Low Kick
B - Low Punch
X - High Kick
Y - High Punch
Control Pad Up - Jump
i

Control Pad Down - Crouch

Control Pad Left or Right - Walk

L Button - Block

R Button - Run

Use the Control Pad Up/Down to highlight the
control you want to change and then press the
button you want it to become. :

VIOLENCE
CONTROL:
Fatalities: ON or OFF
Blood: ON or OFF

QN
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To exit the OPTIONS screen press START.



START MODE

If you select START
ME you will go to

the “Select Your
Fighter” Screen which
has pictures of all the
warriors available to a

layer—Liu Kang, Kung

0, Jax, Sonya, Cyrax,
Sektor, Sub-Zero,
Nightwolf, Kabal,
Stryker, Kano, Shan?
Tsung, Sindel, and Sheeva. Use the Control Pad
to move the colored frame onto your choice.
Press any button to Select him/her and begin the
Fight in the location shown at the bottom of the
screen.

Once you have chosen your Fighter, you will be
taken to the “Choose Your Destiny“Screen. Press
the Control Pad Left/Right to toggle between the
columns: WARRIOR, TER or NOVICE. Press
ANY BUTTON to select.
You will then see a large
column scrolling with the creotIERR Ty
characters’ faces.

Should a second player
desire to join the fight, he
may do so at any time by
pressing the START But-
ton. This will then return
both Iaf\qers to the “Select
Your Fighter” Screen, where they must again
choose Warriors. Should both players select the

same Warrior, Player Two will be distinguished by

a different color.
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The Tournament first tests a Warrior’s fighting skill
by pitting him against the other Tournament
Challengers. In all Mortal Kombat battles, meters
in the upper part of the
screen measure the
health of each Warrior.

The meters begin each
round indicating the
Warriors complete
health, but are reduced
with each blow taken.
The amount of the '

reduction depends both on the type of hit and
whether or not it was blocked. When a Warrior’s
health meter runs out, he/she is knocked out and
the round goes to the opponent.

Should time run out before either Kombatant is
knocked out, the Warrior with less injuries is
declared the victor. The first Warrior to win two
rounds takes the match and moves on to his/her
next opponent.

NOTE: I[f four rounds pass without a match
winner, both Kombatants will be disqualified from
the tournament.
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EACH KONTESTANT INVITED TO THE TOURNAMENT HAS SPENT YEARS IN
PRACTICE AND MEDITATION TO PERFECT HIS MARTIAL ARTS SKILLS. BEFORE
ENGAGING THESE WARRIORS IN KOMBAT, YOU TOO, SHOULD PRACTICE THE

MARTIAL ARTS BY MEDITATING ON THESE LESSONS. ?

JUMP RUN

FWD / BACK

CROUCH HIGH PUNCH |

fundamental moves: Kicks, Punches, Crouches,
Jumps and Blocks. These moves may seem trivial
compared to powerful and acrobatic moves like
the Flying Kick. However, knowing how to stop,
avoid or counteract a Flying Kick can be far more
useful than knowing how to land one yourself.
The R Button (RUN) is especially powerful. No
longer can a foe hide by backing off. Hold the
R Button while pressing FORWARD on the
Control Pad. Combined, these fundamentals
are the foundation for both a strong defense and
a potent offense.

|
The best way to begin your training is with the i
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BASIC MOVES N

HIGH i

;"OCK \ KICK i

FLIP i
> = |

{

LOW ?
KICK i
o
WALK
FWD / BACK LOW PUNCH

e TR 9
CLOSE QUARTERS

KNEE

SELECT START
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Additional moves used during close-in kombat
situations are the Knee and the Throw. They are
highly effective and do not require full limb

extension, which is impossible in close quarters. i'

Although these moves are potent, they can be 5

used only when directly adjacent to an opponent.
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CROUCHING

/ BLOCK

CROUCHED
KICK

CROUCH
PUNCH
CROUCH WITH
WEIGHT
FWD / BACK

CROUCH UPPERCUT

- Defensively, the Crouching Moves allow one to
, avoid punches and aerial weapons, to escape
from close proximity and to avoid being thrown.
Offensively, the Uppercut, executed from the
Crouch is one of the most powerful offensive
weapons in a Warriors arsenal. To do the crouch-
ing moves, hold the Control Pad DOWN and
simultaneously push A or X for Kick or hold the
Control Pad DOWN
and push Y for Upper-
cut. The BLOCK (L
Button & Control
Pad DOWN) can
always be used to
defend against your
opponents moves.

Il

— e — A

5
S A A,

=T i il

=T ——

SPINNING MOVES

ROUNDHOUSE KICK

FOOT SWEEP

The Spin is the key to such exotic moves as the
Roundhouse Kick and the Foot Sweep. The Foot
Sweep hits your opponents ankles and knocks
him onto his back. The Roundhouse is a spinning
kick which strikes your opponent in the face. To
execute the Spin moves, hold the Control Pad
AWAY from your opponent while you press the
appropriate Attack Buttons.
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AERIAL MOVES

FLYING PUNCH

FLYING KICK

The final moves one should master are the Aerial
Moves-Flying Punches and Kicks. To execute
these moves, either jump in place (Control Pad
UP) OR towards (Control Pad UP+Fwd/Back|
your opponent, then press the Attack Buttons
while in the air. However, unlike most attacks,
Qlerial Attacks must be timed properly to land
OWS.
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SPECIAL MOVES

All of the Mortal Kombat Warriors possess expert
fighting skills. In that respect, they are equal to
thousands of other warriors around the globe.
What raises them above their peers are the Special
Moves which they have created and perfected. In
order to become a superior Warrior, skilled
enough to win the title of Grand Champion, you
too, must learn these moves. Whether they are
special kicks or elemental bolts, these moves make
the Mortal Kombat Warriors the fiercest and most
ferocious Kombatants on Earth. Mastering their
special moves will do the same for you.
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5 At the bottom of the VS
BATTLE Screen you will
see a row of six boxes

with different Dragon
Icons in them.

ICONS

Player 1 can change the
symbols in the first three
boxes by pressing his or
her HIGH PUNCH, LOW
PUNCH and LOW KICK
(default: Y,B,A) Buttons.
Player 2 can do the same
with the other three sym-
bols. If you hold UP on
the Control Pad while
pressing Y, B or A, you
can reverse the order in
which the Icons appear.
The six symbols represent
secret codes which can
have subtle or dramatic
effects on game play.
Each Button causes the
Icon in the corresponding
box to change to the
next Icon in a predeter-
mined order (See chart at
right.)

15
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SECRET CODES

8 @ SHAO KAHN
A

9 g SKULL

}
o . -&:1,‘-.._ '“M._:‘!-"':L’:-—'-"“

Icon in the first box into a “MK” symbol. Pressing
it a second time will change it to the third Icon in
the sequence (a Yin/Yang) and so on. Pressing a
button more than nine times will cause the order
of the Icons to start over. In other words, pressing
a button that corresponds to a box with a Skull
Icon will change the Skull back to the original

Dragon Icon.
‘s’ MK Y 6

s rrf'-"\.l
Now, lets take the code: Skull, Shao Kahn,
Raiden, MK, Yin/Yang and.3. To enter this code,
Player 1 presses LOW PUNCH (Default: B) Button
nine times, BLOCK (Default: L) eight times and
LOW KICK (Default: A) seven times. Meanwhile,
Player 2 presses B one time, L twice and A three
times. The Match-Up Screen doesn't stay up for
long, so you need to punch in the codes quickly.
Some players find it easier to memorize the codes
by referring to them in terms of the number of
button presses it takes to get the proper symbols
in place. For example, the code that activates
the game “Throw Disable” feature-MK, Dragon,
Dragon, MK, Dragon, Dragon-is easier to
remember in numeric form as: 100-100.
Example, both Player 1 and Player 2 press LOW
PUNCH (default: B) Button one time.

For example, pressing the Player 1 LOW PUNCH
(Default:B) Button once will change the Dragon

i o LN b A
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THERE IS NO KNOWLEDGE
THAT IS NOT POWER...

“You have been chosen to rePresent Earrh in Mortal

Kombat. Be warned. For although your souls are safe

from Shao Kahn's evil, your lives are not. | can no longer

interfere as your Earth Is now ruled by the Outworld gods.”
..These are the words of Rayden

or centuries Earth has used Mortal Kombat
to defend itself against the Outworld’s
Emperor, Shao Kahn. But Kahn grows frus-
trated by failed attempts to take Earth
through Tournament Battle. He enacts a plan
which began 10,000 years ago. During that time
Shao Kahn had a Queen. Her name was Sindel
and her early death was unexpected. Kahn’s
Shadow Priests, led by Shang Tsung, made it so
Sindels spirit would someday be reborn: not on
the Outworld, but on the Earth Realm itself. This
evil act gives Shao Kahn the power to step
through the dimensional gates and reclaim his
Queen, thus enabling him to finally seize the
Earth Realm. Upon breaching the portal into
Earth, Shao Kahn slowly transforms the planet
into a part of the Outworld. He strips the Earth
of all human life: claiming every soul as his own.
But there are souls which Kahn cannot take.
These souls belong to the Warriors chosen to
represent Earth in a new Mortal Kombat. The
remaining humans are scattered throughout the
planet. Shao Kahn sends an army of fierce Out-
world Warriors to find and eliminate them. Some
of Earth’s Warriors survive the attacks. Most do
not, but the remaining few hold the one chance
|7 at saving all of human kind..
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Jax (Major
Jackson
Briggs): After
failing to
convince his

coming
Outworld

menace,
Jax /
begins to
covertly §
prepare
for

future
battle
with
Kahn’s
minions.
He outfits
both arms
with
indestruc-
tible
bionic
implants.
This is a
war that
Jax is pre-
pared to
win.




Kano: Thought
to have been

killed in the first A%y o, : 90 After aveng-

Tournament. = x A ing the death of

Instead, he’s % : d . i "¢ his great

found alive ™ /40 : A : B ancestor by

in the AN . d 4 47 "N\ emergin

Outworld (’ N Jd e S“prgmeg

where he - LA WA Champion

once ‘ ! o ' ' Al against all

again : . : & P : Outworld

escapes #\- R - \ 3

cap-

ture

by

Sonya
“ i generation

"of Shaolin
alongside Liu
, e 2 Kang.

BEfOft;.' the | s IS But Laos

actua Kahn " U greatest

Outworld needs \ - s 8 challenges lie

i?vr?smnh some- \ & ahead, fighting

'?1 cc; cgha-'o one to ) P& for those who

Vi S . teach his . ' 1 cannot defend

Kahn to warriors ’_‘if o 3y themselves

zgz:e his /| w. how to use W X against Shao

: s =, 3SRl <ohns
weapons. S, treachery.
And Kano is :
the man
to do it.
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Liu Kang: After
the Outworld
invasion, Liu
Kang Finds him-
self the prime
target of

Kahn’s
extermina-

tion

squads.

He is the
Shaolin

and has
thwarted
Kahn's
schemes in
the past. Of
all the
humans,
Kang poses
the greatest
threat to
Shao
Kahn'’s

rule.
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Nightwolf:
Works as a
historian and
4 preserver of his
Nl peoples culture.
- When Kahn's

&{ North
A America,

Nightwolf
uses the
magic of his
Shamen to
protect his
tribes sacred
land.

ared
becomes a vital
threat to Kahns
occupation of
the Earth.




Cybemetic
Ninjas built

by the Lin = .
Kuei. Sektor {8}  auto- \
wasoncea W' ~ mation @

human because
assassin r' . of his

trained by loyalty to %
the Lin Kuei. the Clan.
He volun- Sektor sur-

teered vives the

’ - OQutworld \
invasion...he has
no soul to take.




Sheeva: Was
hand-picked by
Shao Kahn to
serve as Sindels
personal
protector.

How- @ !

ever,

she
becomes
suspicious
of Shao

” Kahn's loyalty
towards her race
of Shokan when
he places Motaro as
the leader of his

extermination
squads.
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Outworld,
Motaros
race of

L

Centaurians
are the
natural

enemy of the
& Shokan.

Sindel: Once
ruled the
Outworld at
Shao Kahns
side as his
Queen.

Now,

10,000

years

after

on Earth. Her
| evil intent is
) every match for
\ Shao Kahns
tyranny. She
is the key to
his occupa-
tion of Earth.







Sub-Zero: The
Ninja returns
unmasked. He
was betrayed by
his own Ninja
clan, the Lin
Kuei,: He

broke the
sacred Codes
of Honor by
leaving the
Clan and is
marked for
death. But
unlike the

Ninja of

old, his
pursuers

come as
machines.

‘}_

defend N\
against ¥
the
Qutworld
/ menace, but
J must also elude
his soulless
assassins.

he will com-
plete his
ultimate
program-
ming,

i.e., kill
Sub-Zeére

what of @
card in the
Tourname




Motaro: In the realm of the
Outworld, Motaro’s race of
Centaurians has long since
come into conflict with the
‘ Shokan. When Shao Kahn
A\ formed special extermina-
PRIt\ tion squads to eliminate the
" Chosen Warriors of Earth,
M, Motaro was appointed to
-i ' head this elite group of
\ savage Warriors.
i W (Unplayable Character)

[
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through Mortal
Kombat | and I, her rebirth is the '
means by which Kahn will finally \
seize the planet forever unless...
(Unplayable Character)




In this loose genealogy, most
characters are not blood-related
except by dint of the blood that
they have all spilled. To that
end, the Earth Forces are no
maore virtuous than the
Outworlders and still fight each
other if no worse enemy is
around.

Earth Forces

Rayden
God of Thunder

Kung Lao

Shaolin Monk

INDICATES CHARACTER OF
FORMER EPISODE, NOT
REPRESENTED IN MK3

Sub-Zero

Lin Kuei Ninja

Scorpion
Lin Kuei Ninja

Smoke
Hidden Cyberninja

Johnny Cage
Martial Arts Actor

30
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Shaman Warrior
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Outworld Forces

The Qutworld loyalties are
constantly in flux, driven by the
hatred and mistrust of centuries.
Adding to the chaos is the penchant
of Shao Kahn to pervert the motives
of all he encounters in order to find
a portal to the Earth for his own
nefarious ends.

*

Shan

S¢

Reptile

Sorcerers Bodyguard

Jade
Hidden Green Ninja

Motaro
entaurian Warrior

Rival of The Shokan

Baraka
Nomadic Mutant

B 7 T R e o T L LS T N Tt B4, (o Y

Sindels Daughter

Mileena
Kitanas Half-Sister

Clone of Kitana

Goro
Four-Armed Shokan

FourArmed Shokan

Succestor to Goro

Sheéva

§
¥
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WARRANTY

WILLIAMS ENTERTAINMENT INC. warrants to the original purchaser
of this Williams Entertainment Inc. software product that the medi-
um on which this computer program is recorded is free from
defects in materials and workmanship for a period of ninety (90)
days from the date of purchase. This Williams Entertainment Inc.
software program is sold “as is,” without express or implied warran-
ty damages of any kind, and Wllllam Entertalnment Inc. is not
liable for any losses or dammae ) j from the use
of this program. Willi or a period of
ninety (90) days to e

duct, postage

ranty shall not be ¢ I
Williams Entertainment Ing
abuse, unreasonable us

TY IS IN LIEU OF ALL OF
SENTATIONS OR CL '
OR OBLIGATE WiIL
WARRANTIES :

MENT INC. BE!
CONSEQUEN

INC. SOFTWARE PROBCT

Some states do not aIIow imitatic o long an implied
warranty lasts and/or exclusions or itatchns of incidental or con- h
sequential damages so the above limitations and/or exclusions of
liability may not apply to you. This warranty gives you specific

rights, and you may also have other rights which vary from state
to state.

WiLLiaMs ENTERTAINMENT INC.
1800 So. BusiNess 45
CoRrsicana, Tx 75151

(903) 874-2683 |

YOUVE PI.A
YOU'VE SEE

FEATURING WARRIORS FROM
MK, MKII AND MK3!

“The Most Innovative Live Show ever for Adults and Children of all
ages! Fully lnm'ocﬁva Big Screen I.nursuand lllusions}”

"'I‘he most e
TS The wendE Crates Mol T
MK3 EXCLUSIVE CODES ONLY AT THE SHOW!
Produced by David Fishof Presents
Executive Producers Larry Kasanoff, Danny Simon
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This coupon is redeemable for

$2.00 OFF

Full Admission Price Tickets. This coupon must be red i at the box office of the anticipating venue.
Not valid for VIP tickets. Cannol be combined with any other discount offer or promotion. Coupon is
valid for purchase of up to four fickets, Tickets subject to availability.




